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Books 
+ 

Software 

for 
ATARI 
VIC-20 
OSI 
SINCLAIR 
TIMEX 



ATARI BASIC - LMming by using 

An excellent book for the beginner. Many short 
programs and learning exercises. All important 
features of the ATARI computers are described 
(screen draw^ngt, special sounds, keys, paddles, joy- 
sticks, specialized screen routines, graphics, sound 
applications, peeks, pokes, and special stuff). Also 
suggestions are made that challenge you to change 
and write program routines. 

Order #164 S7.95 




GAMES for the ATARI Computer 
This book describes advanced programming techniques 
like player-missile-graphics and use of the hardware- 
registers. Contains many ready to run programs in 
BASIC and one called GUNFIGHT in machine- 
Language. 

Order #162 S7.95 



SOFTWARE IN BASIC FOR ATARI 



Invoice Writing for Small Business 
This program makes writing invoices easy. Store your 
products in DATA statements with order-number, 
description, and price. The program later retrives the 
description and price matching to the entered order- 
number. The shipping cost and the discount may be 
calculated automatically depending on the quantity 
ordered or entered manually. The description to the 
program tells you how to change the program and 
adapt it to your own needs. Comes with a couple of 
invoice forms to write your first invoices on to it. 
Order #7201 cassette version S29.95 

Order #7200 disk version S39.95 

Mailing List 

This menu driven program allows the small business 

man to keep track of vendors and customers. You can 
search for a name or address of a certain town or for 
an address with a certain note. 50 addresses are put 
into one file. 

Order #7212 cassette version . SI 9.95 

Order #7213 disk version S24.95 

Inventory Control 

This program is menu driyen. It gives you the 
following options: read/store data, define items, 
entry editing, inventory maintenance (incoming- 
outgoing), reports. The products are. stored with 
inventory number, manufacturer, reorder level, 
present level, code number, description. 
Order #7214 cassette version S19.95 

Order #7215 disk version S24.95 

Programs from Book # 164 

The programs from book no. 164 on cassette. (Book 

included) - : 

Order #7100 S29.00 
Game Package 

Games on cassette. (Bomber, tennis, smart, cannon 
fodder, etc.) 



Order #7216 




S9.95 

Microcomputer Hardware 
Handbook (845 pages) 
Descriptions, pinouts and 
specifications of the 

most popular micropro- 
cessors and support 
chips. 

A MUST for the hard 
ware buff. 



Order-No. 
814.98 



29 



Care and Feeding of the Commodore PET 

Eight chapters exploring PET hardware. Includes 
repair and interfacing information. Programming 
tricks and schematics. 

Order ^150 S9.95 



SOFTWARE IN MACHINE LANGUAGE for ATARI 
ATMONA-1 

This is a machine language monitor that provides you 
with the most important commands for programming 
in machine-language. Disassemble, dump (hex and 
ASCII), change memory location, block transfer, fill 
memory block, save and load machine-language pro- 
grams, start programs. Printer option via three 
different interfaces. 

Order #7022 cassette version $19.95 

Order #7023 diskverston S24.95 

Order #7024 cartHdge version S6e,00 



ATMONA-2 

This is a tracer (debugger) that lets you explore the 
ATARI RAM/ROM area. You can stop at previously 
selected address, opcode, or opermd. Afeo very 
valuable in understanding the microprocessor. At 
each stop, all registers of the CPU may be changed. 
Includes ATMONA-1. 

Order #7049 cassette version S49.95 

Order #7050 diskvenion $54^ 

ATMAS 

Macro-Assembler for ATARI-800/48k. One of the 
most powerful editor assemblers on the market. 
Veritttite editor ^ith scrolling. Up to 17k of source- 
Code. Very fast, translates 5k source-code in about 5 
seconds. Source code can be saved on disk or cassette. 
(Includes ATMONA-1) 

Order #7099 disk version S89.00 

Order #7989 cartridge version SI 29.00 

ATAS 

Same as ATMAS but without macro-capability. 
Cassette-based. 

Order #7098 32k RAM 848.95 

Order #7998 48k RAM 849.95 

ATEXT-1 

This wordprocessor is an excellent buy for your 
money. It features screen oriented editing, scrolling, 
string search (even nested), left and right margin 
justification. Over 30 commands. Text can be saved 
on disk or cassette. 

Order #7210 cassette version 829.95 

Order #7216 diskvertkm 834.95 

Order #7217 cartridge version 869.00 

GUNFIGHT 

This game (8k machine-language) needs two joysticks. 
Animation and sound. Two cowboys fight against 
each other. Comes on a bootable cassette. 

Order i^7207 S19.95 



e ATARI 



ELCOMP FORTH 



ELCOiMP FORTH is an extended Fig-Forth- 

version. Editor and I/O package included. Utility 
package includes decompiler, sector copy. Hex- 
dump (ASCII), ATARI Filehandling, total graphic 
and sound, joystickprogram and player missile. 



Order #7055 



disk 



Floating point package for ELCOMP FORTH with 
trigonometric functions (0 — 90°) . 

Order #7230 disk 829.95 

Learn-FORTH from ELCOMP 

A subset of Fig-Forth for the beginner. On disk 
(32k RAM) or on cassette (16k RAM). 

Order #7053 819.95 



Expansion boards for the APPLE II 




The Custom Apple + Other Mysteries 
A complete guide to customizing the 
Apple Software und Hardware 
Onlar-No.680 824.95 



S39.00 
$49.00 

829.00 

829.00 
849.00 



We also stock the boards which are 
used in the book "The Custom 
Apple ..." (barebords) 
6522 I/O Bowrd No. 605 
EPROM Bunwr No. 607 
8K EPROM/RAM Bowd 

No. 609 
Prototyping board for the 
Apple II No. 604 

Slot repeater board tor ifM Apple II No. 606 
Order two boards and get the book free ! 

No. 6153 Learn FORTH for the Apple II (C) 819.95 

No. 61 54 Learn FORTH for the Apple II (D) S24 95 

No. 6155 ELCOMP FORTH for the Apple II (D) S39.95 
(Extended Fig-Forth, Editor, graphics package) 

No. 61 56 Tiodting point for ELCOMP FORTH (D) S29.95 



Hardware - ADD-ONS for ATARI 
PRINTER INTERFACE 

This construction article oomes with printed drcuit 

board and software. You can use the EPSON printer 
I without the ATARI printer interface. (Works with 
gameports 3 and 4). 

I Order #7211 $19.95 

RS-232 interface for your ATARI 400/800 

I Software with connector and construction article. 
[Order #7291 $19.95 

EPROM BURNER for ATARI 400/800 
I Works with gameports. No additional power supply 
needed. Comes oompl. assembled with software 

(2716.2732.2532). 

Order #7042 $179.00 
EPROM BURNER for ATARI 400/800 KIT 

I Printed circuit board Incl. Software and extensive 
construction article. 

Order #7292 $49.00 

EPROM BOARD (CARTRIDGE) 

Holds two 4k EPROMs (2532). EPROMs not included. 

Order #7043 $29.95 






EPROM BOARD KIT 

Same as above but bare board only with description. 
Order* 7224 814.95 



ATARI, VIC-20, Sinclair, Timex and OSI 



New - for your ATARI 400/800 
Astrology and Biorythm for ATARI (cass. or disk). 
Order #7223 829 .95| 

Birth control with the ATARI (Knaus Ogino) 
Order #7222 cass. or disk $29,951 

Books + Software for VIC-20 (requires 3k RAM Exp.) 

#4870 Wordprocessor for VIC-20. 8k RAM SI 9.95 
#4883 Mailing List for VIC-20. 16k RAM SI 4.95 
#141 TricksforVICs-The VlCstory Progr. S9.95 
#4880 TICTACVIC $9.95 
#4881 GAMEPACK I (3 Games) S14.95 
#4885 DualJoystick Instruction 89.951 
INPUT/OUTPUT Programming with your VIC 
Order #4886 $9.95 

# 4896 Miniassembler for V IC-20 8 1 9 .95 
#4881 Tennis. Squash, Break S9.95 
#4894 Runfillfor VIC 89.95 
Universal Experimenter Board for the ViC-20 

(Save money with this great board). This board 
plugs right into the expansion slot of the VIC-20. 
The board contains a large prototyping area for your | 
own circuit design and expansion. The construction 
article shows you how to build your own 3k RAM 
expander and ROM-board. 

Order #4844 $18.95 
Software for SINCLAIR ZX-81 and TIMEX 1000 
#2399 Machine Language Monitor 89.951 
#2398 Mailing List $19.95 
Programming in BASIC and machfait Jinjlim with) 
the ZX-81 (82) or TiMEX 1000. 
Order #140 (book) $9.95| 

Books for OSI 
#157 The First Book of Ohio 87 .95 1 

#158 The Second Book of Ohio 87.95 

# 1 59 The Third Book of Ohio 87.95 

# 1 60 The Fourth Book of Ohio $7.95 

# 1 61 The Fifth Book of Ohio $7.95 

#151 8K Microsoft BASIC Ref. Man. 89 .95 1 

# 1 52 Expansion Handbook for 6502 and 6802 89.95 

# 1 53 Microcomputer Appl. Notes 89.95 1 

Complex Sound Generation 

New revised applications manual for the Texas] 

Instruments SN 76477 Complex Sound Generator. 

Order #154 $6.95 1 

I Small Business Programs Order # 1 56 
I Complete listings for the business user. Inventory, 

Invoice Writing, Mailing List and much more. Intro- 
Iduction to Business Applications. $14.90 




By Marshall Dubin 
President, MACE 



It was nice to see such 3 good turnout at the 
SeptcMber fteetin9> especisUbf since the neeting was 
mAl^ business* Noir that are neetin^ if) a palace 
(the Southfield Civic Center Pavillion)^ we can 
accQNodate lots nore people* Hhey! I still can't get 
over the size of that roon! 

He will be having nore and nore activities at the 
regular neetingst Besides presentations, we will have 
coMplete progrart library services, refreshhents, and 
possiblti sone other assorted happening^ soiie of 
the SIG groMPS wait to take iriiNin^l of pr^^iiiitlng 
tirte to have infomal Meetings, or 'opln house' 
sessions for new nenbtrs and guests* He have the roon 
now to do this, and fit troups wishing to take 
advantage of this should see fie at the next meeting* 

How about a 10 foot projection T¥? Hell nothing's 
too good for our rte«bership# Hopefully by the tiwe you 
read this, the sharp increase in local OptoMetrists 
earnings on the third Hedhe^a^r of over<j nonth will 
cease, and nenbers will be able to go through an 
entire Meeting without coning out looking like three 
hundred Popeye lookalikes 

Hould you believe HID-ANERICA ATARI COHPUTER 
OmUSIASTS? Hell folks, this is one iten of business 
we'll have to discuss sofie tiwe in the future* It 
appears that there is interest by out of state groups 
to affiliate with HACE* Granted such a nove could 
benefit all involved, but the coordination of such a 
project would be a large, conplicated task* This 
brings up a vital question, nanel^r tiow bi9 do M 
grow? Granted, we have alnost 800 nenbers* Our nailing 
list requires a nainfrane to keep track of* But lets 
be realistic* To cmtimm ^^ing md^ imntatn the 
high level of services that HACE nertbers have cone to 
expect is going to require nore people pitching in and 
getting involved* Hi mBd ^nauft inlpi ! I * 

I'ft talking about the coordination of 
nenbershipSf co ww um cations, newsletter subscriptions, 

distribution and sales, library distribution and 
sales, progran planning, and a whole lot nore! For a 
LUT nore people! Although on the other hand, you have 
conventions, special events, the best newsletter in 
the country, arid the beriefit of being able to share a 
veritable Mongol horde with similar interests* 
Hhatever we decide to do, lets do it carefully and 



responsibly* 

And 50, here's to the 'Year Of The Hofie 
Computer'* The year of HACE* I hope to see a big 
turnout at our regular neet^i^* He have lots of roon 
now* We ericourage guests, arid the public is of course 
welcome (except to special closed Meetings)* Me neet 
on the third Tuesday of every nonth, 7*08 PK in the 
Southfield Civic Center Pavillion* See you there! 



THE WRITER BLOCK 

by Arlan Levi tan 
MACE Newsletter Editor 

Hell the shoe's on the other foot now, and I'm 
Just learning bow mxh work this newsletter editor job 
f eall!^ is? Please be patient with m and the new staff 
while we learn the ropes and stretch out with 
e}<periiief^4n p^iblishing at tines* 

The only thing I've got tirte to Mention is that 

At»i is noi^.sMiiint iU ftlOs^^ fri^ the factory with 
48K of MN it no increase in the present list price of 
$899! Something in the air around Sunnyvale***? You 
bet! Just wait until the January Consumer Electronics 
Show! Did any of you see the Atari enploynent ad in 
Infoworld soMe tifie back? One of the positions 
available was group leader for a unit that was 
designing the operating systen for a "exciting new 
personal cowputer"* 

Lastly, HHY DON'T (U, m FOLKS HHQ ASK HE AT THE 
fgETINGS IF I Km ANYHKY HHQ NEEDS A USED FRAHHIS OR 
HANTS TO BUT A HIDGET IN GOOD SHAPE SEND PERSONAL 
CLASSIFIEDS TO THE NEHSLETTER??? I and about ten other 
people use our HACE wefiber privilege to place free 
non-co««ercial notices in the newsletter regularly* 
I've #old #verything I ever advertised* You've got 
over eight huridred Atariaris in this group, and believe 
you rte, it's worth the twenty cent staiip* Send your 
short notices to the P*0* Box, Oept* CL* 

Hope you like the newsletter ***I pronise you it 
will only get better and better* 




LEX'S GET ORGAISEIZED 

By J«rry White 

Computers are very useful gadgets when it 
comes to recording and organizing information* 
When used in a logical and organized manner^ 
the user should be able to retrieve data 
quickly and easily* Computers can elimiiiate 
much of the time which is wasted by looking 
through reams of paper and file cabinets for 
important records* 

Unfortunately* there are few standards in 
this industry which leads to confusion on the 
part of the computer user* Manufacturers all 
seem to find it necessary to use their own 
unique BAUD rates and diskette formatting* 
Software vendors have little or no 
communication with each other* This is mhy a 
simple user response to "CONTINUE" might 
be, "PRESS RETURN'S or "PRESS ANY KEY", 
or "PRESS START", or "TYPE C or G", or "SEE 
MANUAL"* 

So what can we do about this mess? He 
have no control over manufacturers or 
software vendors* We cannot change the world, 
but we can help ourselves and set an example 
by setting some standards for ourselves* 
Maybe, we can help start a trend towards 
standardization and show the world that it can 
be done* 

We can start by setting standards for disk 
filenames* »#re, ^p^tready have %omm 
standards to build upon* A filename consists 
of up to 12 bytes* Using Atari's DOS 1 or 2, 
the rules are quite miwHi^ The filename may 
be up to 8 bytes* The first byte must be an 
uppercase lettert The following 7 bytes may be 
either uppercase letters or numbers* If a 
filename extension is used, byte number 9 
becomes a periods followed by up ta 3 mare 
uppercase letters or numbers* 

The first 8 positions should be a.s 
descriptive as possible* My proposal is thit 
we standardize the filename EXTENTION* 

The fl»st common type of file is the BASIC 
program* For BASIC programs, some people 
use the extention tBAS* This is logical, but I 
don't think it's the BEST way* There are 
currently 3 versions of BASIC available on the 
ATARI* The most common is 8K ATARI BASIC* 



Let's save 4 keystrokes and let no extention 

indicate the most common file* Then let's all 
get together and use these extensions (listed 
alphabetically) * « * 

*AWP Atari Word FVocessor 

*BAP Basic A+ 

*DAT DATa File 

*FNT Font (Character Set) 

♦LPD J-etter Perfect Data 

♦LSP LiSP 

*LST LiSTed or ASCII format 
«MAC MACro Assembler Source 
«MBD Music Box Data 
*MPD Micro Painter Data 
«MSB Microsoft B^sic 
MVS MUSic Composer 
*OB J OBJ ect code 
♦PASPAScal 
fSRC SouRCe code 
.SYS system 
*TWD Text Wizard Data 
*VWD Versa Writer Data 

I also believe that DATA files within a 

specific software package can be more easily 
identified by using unique filename 
extentions* For exampla^ in fliy FILEIT2 
package^ there are three types of DATA files* 
There is a free form 80 character record where 
the user CM create his or her own record 
layout* For these filest I recommmnd the 
extension *DAT* There are also fixed filed 
records which are designed specifically for 
LABel data (Names, Addresses, Towns, and 
Codes)* I also have programs specifically 
designed for financial accounti^ig* For 
FINandal data files, I append tl«» extension 
*FIN* 

The FILEIT2 user may store up to 44 
different data files on one diskette* By using 
*DAT, *LAB, and *FIN, and descriptive 
filenames^ he or she can easily identify these 
files* This also made it possible for me to 
check the user specified input filename^ t43 
help insure that my Financial Rirf^Wt 
generating program will not read a data file 
which is fiomposed of LABel information* 

What's the extention *MBD? You say 
you've never heard of Music Box! That's 
because it's not yet on the market tiut it 
should be very soon* I hope Mike doesn't nrifid 
this little plug* Music Box is a package I just 
finished P#D*I* In a nutshell, it's a series 
of programs related to ATARI'S Music 



Composer* It converts Music Composer files to 
a new format and permits user specified decay 
rate for each voice« The new Music Box files 
may be played by two other programs in the 
package* One of these programs is a color 
organ that changes colors on the screen based 
on the pitch and volume of each voice* The 
other plays the #MBD files during VjBLANiC 
and allows you to use BASIC to do virtually 
whatever you want as the music is played 
independently* The package contains a few 
other goodies toof but the point is that I had 
to have a way to identify which files were 
generated by Music Composer and which were 
converted to Music Box formatt Standard 
filename extentions make ttm possible* 

Programmers often have many different 
versions of a program in development stages* 
In this case» the fileoiime iiiiEH^d the 
version number* The «jctension should conform 
to the standards described above for the sake 
of standarization* 

If I've left out anything^ let me know 
through M*A*C*E* Hopefullyt we can update and 
reprint these standards flrom time to time* and 
start getting organized* 



THE MOST IMPORTANT 
PERIPHERAL YOU'LL EVER OWN 

Because the Mk^iigm Atart Conqniter Enthusiasts 
provides you with information about your personal 
computer system. There are special interest groups 
in Forth, 6502 Assembler, Basic, Games, Education, 
Business A^iUcaliamaiid Our mof^My meet- 
ing offors exciting, informative presentations in the 
very latest hardware and software products, games 
and techniques. Our 24 hour Electronic Bulletin 
Board System becoming a standard for oth^ Atari 
groups across the nation. A growing diverse locai 
and international memt)ership and award winning 
proprietary software — all dedicated to providing 
you with the finest Atari® user support system any- 
^Mrtijerea 

And don't forget M.A.C.E. Magazine — stimulat- 
ing, timely, and informative. Quality product reviews, 
interesting tutorials and 'how to do it' articles off er 
you page for page one of the most comprehensive 
Atari* related publications available. 

Why not give us a try? Your $15.00 membership 
also includes a subscription to M.A.C.E. magazine. 
Plug us in and boot us up! We tMnl< you'll agree that 
M.A.C.E. is the most important peripheral you'll ever 
own. 

Send check or money order to: M.A.C.E, P.O. 
Box 2785 Southfteld, Michigan 48037. 



WE DON'T SELL 
COMPUTERS 

AFTER YOU BUY A 
SMALL/PERSONAIVMICRO COMPUTER 
SEE US FOR THE LARGEST SELECTION OF 
SOFTWARE PROGRAMS, SUPPLIES, PERIPHERALS, 

BOOKS, AND MAGAZINES. 

ACCOUNTING- BUSINESS* DATABASE 
EDUCATION • ENTERTAINMENT • HOME/HOBBY 
TECHNICAL* WORD PROCESSING 

MON-FRI 11 AM -7 PM 
SAT 12 AM -6 PM 



RE6ULM% 
PRICE 



OPENING 
SPECIAL 



Megalegs 
Pac-Man 



(16K Cassette) 



<cartridge) 



Track Attack <32K Disk) 



34.95 
44.95 

29.95 



23.95 



Plastic Diskette Protector 
<holds 2 diskettes) 



.95 ea 



Zenith 12" Green Screen Monitor 



Verbatifli Diskettes 

soft sector 
single sided 
double density 



(box of 10) 34.95 



.85 ea 
S.OO/iO 




25.00 




COME IN AND SEE OUR UNADVERTISED (W>ENIN6 ^>ECIALS 



station 



24484 West 10 Mile, Sourhfield 




One Block West of Telegraph 



pvTIPE AIMGLE ATARI 

A Review of the Full--View 80 displaiii boavi 
for the Atari 801 conputer 

by Arlan R« Levitan 



Group Commaader Ahta Reeh checked the 
Galactic Map sohI pinpointed what was surely 
the last pocket of Zylon resistance in Sector 
707« "It's about time»" the stalwart defender 
of the universe thought* "Let's get this over 
with* I've got some heavy-duty word 
processing to do in the evening*" 

Star Cruiser 7 made the hyperspace jump 
with effortless ease and materialized within a 
mere fifty centons of what the battle 
computer identified as an all too familiar Tie 
Fighter* A wave of compassion swept over 
Reeh# who thumbed the siA-space radio on and 
beamed an offer of clemency to the doomed 
Zylon ship* 

"Drop your shields and surrender General 

Rejistor* I've no desire to shed any more 
green blood today*" 

The alien's reply was hissed more than 
uttered* "We Zylons do not bargain with crude 
savages armed with stone-age tools***even 
your battle computer displays are only a 
pitiful forty columns wide!!!" 

Reeh's grip on the phaser b4nk trigger 
slowly tightened*** 

Meanwhile# Back on Earth*** 

Believe it or not, there are life forms 
around today that echo sentiments similar to 
those of the Zylons* Namely that if a computer 
doesn't have an eighty column display , it can't 
be taken seriously* Khile such a position is 
rather extreme* it must be acknow^ledged that 
the combination of an eighty column text 
display and the right software can greatly 
enhance the utility of a personal computer for 
some users* 

Microcomputer owners who regularly 
access computer time sharing systems can 
benifit* Most large and medium sized 
commercial computer systems use video 
terminals that display twenty-four lines of 
text, with eighty characters per line* Many 
data processing professionals use personal 
computers to work from home during off hours* 
Displaying material that is created in eighty 



column format on a forty column screen can be 
quite confusing, especially if column-oriented 
data is involved* 

A standard feature of many professional 
Word processing systems is the ability to 
format text to a screen display that can 
accurately preview how a document will look 
before printing it* Errors that require 
reformatting or changes to the text may be 
corrected without subjecting your printer to 
unnecessary wear and your wallet to higher 
than desirable paper costs* 

In shortf more data on the screen can mean 
more usable information presented to you, the 
user, at one time* 

Special circuit cards that make it possible 
for computers such as the Apple II to display 
80 columns rather than the usual 40 have been 
available for several years* The Sit 3 
Computer Corporation has drawn upon its 
experience in this area and released an 80 
column board designed to expand the text 
display capabilities of the Atari 800 computer* 
Before getting into the details of Bit 3's 
FuU'-View 80 board for the Atari a discussion 
of why many home computers, including the 
Atari 800, are designed to display less than 
eighty charcters per line is in order* 

The designers of the Atari 800 personal 
computer structured the text and graphics 
displays of the system around the capabilities 
of the most common color video display device 
found in the home* the television set* While 
this design eliminated the need for Atari 
owners to purchase a separate monitor, it did 
impose certain limits upon the amount of text 
that could be displayed* 

LIVING WITHIN LIMITS 

A measurement referred to as bandwidth is 
the major determinant of the number of 
separate dots per line that may be clearly 
displayed* It's not necessary to get into the 
mathematics involved in determining 
bandwidth* All you need to remember is that 
the higher a monitor's rated bandwidth, the 
finer its horizontal display can be* To clearly 
display the output of the Full-View 80, Bit 3 
recommends that a display monitor having a 
minimum bandwidth of 10 Megaherz should be 
used* The average color TV has a bandwidth of 
only 3 Mhz, and even the best color monitors 
driven by standard video signals are rated at 
only 6Mhz* 

Why do we need a monitor with such a high 
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bamimdth? All because of a tiny creature 

called a pixels which is the smallest separate 
dot of light that can be displayed by most 
computers on a TV screen* The Atari 400 and 
800 can display a maximum of 320 such dots on 
a single horizontal line# and can stack 192 
such lines up to fill the TV screen* The Atari 
display is therefore said to have a maximum 
display resolution of 320x192* This is very 
close to the maximum mifiriMir of pixels *tMit^- 
the TV itself can display* 

The screen editor on the Atari displays 
each text charaeter art a pattern of lighted 
dots within an 8x8 matrix or cell* Dividing the 
horizontal and vertical resolutiqa b.y the 
number of pix#le^«ipirft clNii^e^NP'^mM^e 
arrive at a display of 320/8 x 192/8 or 40x24* 

Can't we squeeze more text onto each line 
by using a smaller matrix for each character? 
Yes, but doing so reduces the legibility of the 
display as the width of each character 
narrows* Software packages that display 64 or 
80 characters per line utilizing smaller cell 
width usually also provide the user with a 
good case of eyestrain* 

Eighty column boards overcome the limits 
of resolution built into many personal 
computers by incorporating independent 
circuity capable of generating extremely high 
resolution monochrome display s« The 
Full-View BO uses an^rtO wei&mk^ fmt^mwJcM^^ 
of the eighty characters on the display line* 
The resolution of the FVSO's eighty column by 
twenty-four line display is therefore 640 
horizontal by 240 vertical pixels* The large 
number of dots in the display is why the FV80 
requires a high resolution monitor* The 
introduction of the twenty-four page user 
manual clearly states that the unit will not 
work with a TV set* 

This makes a high quality monochrome 
monitor the most logical choice for use a$ ^ 
display unit with the FV80* Sucbimof^a^^ 
range in price from *120 to $250 and are 
available in a variety of displ^ colors* Green 
phospor displays are generally the easiest on 
the eyesf but black and white and even amber 
displays are available to suit individual 
tasti^* 

Even a novice will find installation of the 
FV80 easily accomplished by following the 
clear instructions given in the manual* The 
board simply plugs into the last memory slot 
of the Atari 800* A thin» flat set of wires 
attached to the FV80 is run out of the 800's 
memory cage and the system cover is 



reinstalled* Metallic tape is supplied to keep 
the Atari's cover from cutting into the flat 
ribbon wire* The wire is terminated by two 
separate plugs* One is connected to the 
five-pin jack on the right side of the 800f the 
other to the high resolution monitor* 

Hhile there is no minimum RAM 
requirement for using the devicot this 
hardware set-up does impose some minor 

restrictions* 

Since the FV80 uses the Atari's last 
memor'y slot, a 32K memory board must be 
used in conjunction with one 16K card to run a 
full 48k system* Although Bit3 recommends 
their own Memory-Plus board, any good 
quality 32K unit will suffice* 

Also, if you are already using that five-pin 
jack to feed your Atari's audio signal through 
your stereo system or a color video signal into 
a TV with video input jacks, it wU be 
necessary to build a simple Y-connector to 
continue doing so* 

OPERATION 

The Bit 3 board did not interfere with any 
of the regular Atari-based software I ran* The 
FVa^'s on-board circuitry remains dormant 
unless it is specifically activated* The 
simplest way to do this is to type 
"A»uaR454818)" d^Nrectly from Atari's 8K 
cartridge Basic* This jumps to a routine 
located in ROM on the FV80 board that works 
some internal magic (actually* it installs the 
FV80 as a new device in the 800's device table 
and redirects output normally vectored to the 
screen editor to the Bit 3)* The screen blinks, 
clears, and the familiar READY prompt from 
BASIC appears at the top of the now eighty 
column wide display^ Happily* any program 
that was in memory before t^ U^ y^mp will 
still be there* 

Tte character set produced byt he board is 
crisp and readable* All the full screen editing 
capabilities of the Atari are retained and 
some new functions are added* "CTRL C 
toggles the cursor character between an 
underline or the familiar inverse block* All 
characters on a single line to the right of the 
cursor may be erased by typing "CTRL E"* On 
the drastic side is "CTRL S" which will erase 
everything on the screen>t{^4M»t the present 
cursor position* I soon found that Z preferred 
the underline cursor and that the delete to end 
of line featm^e was a real plus* 

Another^eatiite is described as a "Video 
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Switch'^f The manual makes it sound like you 
can flip between forty and eighty column 
displays by typing "CTRL A" and "CTRL B" 
respectively* This is not exactly the case* 
What the switch does do is flip between text 
and Atari graphics modes* Once turned ont the 
FV80 display is automatically deactivated by 
Graphics modes other than zero and 
reactivated by returning to Graphics 0* This 
makes it possible to easily alternate BO 
column text displays and graphics screens 
under program control* 

If any of the control codes normally 
interpreted by the FV80 as editing or function 
commands are required to be entered as textt 
the character must be preceded with an escape 
code (ESC) or all control code execution may be 
deselected with a single poke* 

Although the performance of the FV80 is 
quite satisfactory a few caveats are in order. 
This is a new device» the first of its kind for 
the Atarif and I did discover some flaws in the 
Bit 3 unit, all of them involving the on-board 
control software* 

(1) "CTRL 3" is not supported as end of file 
for the screen editor* Some software makes 
use of this feature* I found myself "lost in the 
ozone" after preparing a screen full of data 
and attempting to enter an EOF* 

(2) The graphic representations of the 
characters for "CTRL F/G/H/J/J/,/*" were 
wrong on my FV80* For example, a "CTRL F" 
printed as a graphics club* 

Even sOf machine language strings typed in 
containing any of these characters were 
incorrect in their screen appearance they were 
correct internally and functioned properly* 

(3) A GRAPHICS 0 statement does not clear 
the screen and position the cursor at the top 
of the display* 

(4) Although the speed of the display under 
most circumstances is fine, the execution of 
the Insert Line function (SHIFT/INSERT) is 
noticeably slothlike* 

Fortunately, items one through three can 
be remedied by changes to the FV80's 
firmware* According to Bit 3, new EPROMS 
incorporating such revisions will be made 
available at nominal cost to present FV80 
owners* The factory's technical staff always 
returned my calls promptly and were always 
courteous and helpful* Bit 3's confidence in 
the board is evidenced by a one year warranty, 
a welconrte change from the usual three month 
guarantees so prevalent these days* 

The manual contains a good deal of 



technical information, including descriptions 
of FV80 firmware and hardware 
characteristics and instructions for making 
custom character sets for those who have 
access to EPROM burners* The FV80s 
character set is not redefinable on the fly, as 
is the standard Atari display* 

A short list of compatible software is also 
provided, as well as instructions for using the 
board with Microsoft Basic* At this time, only 
one manufacturer has committed to produce 
packages written especially for the Full-View 
80* Before rushing out and spending a good 
chunk of your resources on an FV80 board, 
monochrome monitor and eighty column 
software, one would be well advised to insure 
that the software available fully meets 
anticipated needs« 

Modifying existing software is out of the 
question for many casual users* For example, 
I was able to make my smart T*H«E* Terminal 
program use eighty ccrlumns only because the 
author, Tom Giese, is a fellow MACE (Michigan 
Atari Computer Enthusiasts) member, and was 
willing to drop by and work things out» The 
average user just can't count on support like 
that* Even those with scime degree of skill can 
forget about modifying protected software* 

Hardware doesn't make software happen by 
virtue of its very existence* If the Full-View 
80 is to gain wide acceptance. Bit 3 must 
actively promote the product within the 
software development community* Hopefully, 
existing products such as Word Processors, 
Terminal Programs and Data Bases will be 
modified to support both forty and eighty 
column modes at little or no additional charge* 
Let's hope more software authors are bitten 
by the eighty column bug* The Full-View 80 
hardware is ready for them and is certainly up 
to snuff* 

Thanks to Ed and Dave from RHE in Harren 

for the loan of the Full-View board and Kaga 
monitor* 
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by Sheldon Leemon 



Because the microcomputer industry started 
from a number of small companies^ each with its 
own unique hardware systems > the evolution of 
standards for peripheral devices which would 
allow them to be used interchangeably on 
different microcomputer systems has been slow 
indeed* In one area important to the home 
computer enthusiastf however^ a new standard 
appears to be emerging — the Atari joystick* 
With seven million or more VCS systems 
currently m American homes> this stick hdis 
become too large a factor as an input device to 
ignore* Several manufacturers have designed 
interface units so that the Atari joystick cm bm-v- 
used on Apple and Radio Shack computers^ and 
the new Commodore 64 and VIC have joystick 
ports which plug-compatible with this kind 
of joystick* 

Although superior to a lot of controllers that 
have gone before* the Atari joystick still has 
many serious drawbacks* First# it is strictly a 
pressure driven device* By moving the stick to 
one side* a plastic rod pushes a pad on a circuit 
board* which closes a switch* The pad is fairly 
reesistent to pressure^ so that when the stick 
is released* the pad pops back up* and the stick 
centers itself* As a side effect of this* 
however* the stick is fairly 
unresponsive — nothing will register before you 
apply an amount of pressure is sufficient to 
close the switch* Since the pad resists 
pressure* the amount of travel afforded the 
stick is limited* and this gives the controller a 
stiff feel* 

An associated problem is durability* 
Because the feel is stiff* many players push 
harder to get a faster reaction time* After a 
while* they can feel the action getting looser* 
Far from being a good sign that the stick will be 
easier to play* this may be a signal that the 
pressure pad is pooped* and that the stick will 
soon fail to respond to presses in one or more 
direction* An enthusiastic game player will find 
the life span of these joysticks relatively short* 

Another problem with the stick is that of 



hmd fatiguet There are two general positions 
in which the right-handed game player can hold 
the stick* Grasping the stick handle in his right 
hand* he can either hold the base in his left* or 
put the base on the table or floor* and use his 
left hand to steady the base against the flat 
surface* In either case* while the left hand is 
trying to keep the base steady* the right hand is 
jerking the stick around in order to register the 
press* The effect of this is that the right hand 
is always trying to tear the base from the grasp 
of the left* Since the right hand has the 
leverage of the stick working for it* the left 
must work much harder to steady the base* al 
the while holding it in an awkward position* The 
fatigue that results is nature's way of telling 
you to turn off the TV* 

You wiU notice that in the paragraph above* 

I referred to the right-handed player* That is 
because the fire button is on the left side of the 
base* This mems^ha^ the left^-^hander has the 
choice of either rewiring the stick (fairly easy* 
because the plug mates with the circuit board 
using little dip-on connectors)* or becoming 
ambidexterous in a hurry* When you are talking 
about several millions of users* this is not as 
small an oversight as you might think* 

Manufacturers have been no less slow to 
spot these defects than the public* and have 
become actively involved in a contest to build a 
better joystick* The first entry in this race was 
Le Stick(*39*95* by Datasoft)* Le Stick 
represents a totally new approach* It is 
strictly a one-handed device* which uses 
gravity-switches to indicate the direction of 
motion desired* and has a fire button located on 
top of the stick* To use it* you physically point 
the stick in the direction desired* This . 
completely eliminates the problem of 
opposite-hand fatigue* as well as giving equal 
time to lefties* The major problem is the 
sensitivity of the switches* It is not as easy as 
it sounds even to hold the stick straight up* 
Fast direction changes can be a real problem* 
particularly for someone just getting used to 
the stick* A special switch is provided to help 
with this* by disabling the stick when you 
squeeze it* Even so* it may take as much skill 
learning how to use this stick accurately as it 
does to learn how to play most arcade games* 
Le Stick has not becxime very popular* 

Another recent entry has been the Zircon 
stick* Like Le Stick* it consists of only a 
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molded stick grip> without any base» and like Le 
Stick* this design helps to reduce fatiguet and 
can be used equally well with either handf But 
instead of using gravity switches^ it has a 
triangular knob set close into the handle^ which 
you push to close the switches* This knob is 
spring-loadedf and has a very loose action* 
While response time is good* accuracy suffers. 
Also the knob is so close to the stick handle 
itself that you get less leverage that might be 
desired* The shape of the knob is such that in 
order to grasp it you have to assume a plM^iti€ll1 
that can* over time, become uncomfortable* The 
biggest drawback, however, is the firing 
mechanism* This is activated by pushing the 
knob head down, plunger-fashion* This switch 
.is also spring loaded, and allows for a fair 
amount of travel up and down* This means that 
not only can you move the knob back an forth and 
side to side, but up and down as well* The 
amount of play this introduces into the system 
makes it too easy to move the stick in an 
unintended direction* Even those who have no 
trouble walking and chewing gum at the same 
time may find moving while firing to be a 
challange* 

The Wico Command Control Joystick ($29*95, 
Wico Corporation) is constructed very much 
along the same lines as Atari's stick* but is 
engineered to be more responsive and durable* 
This stands to reason, as Kico claims to be the 
"worlds largest designer and manufacturer of 
control devices for commercial arcade games"* 
The controller consists of a long arcade-style 
bat handte grip* set on a square base* The stick 
handle itself is about an inch longer than 
Atari's and is made of metal, covered with red 
plastic* The switches aire leaf-type* and are 
spring-loaded to provide self-centering* The 
base is of heavy molded plastic, and is larger 
than that of the Atari controller* The base also 
has a recessed ridge in the front and back, which 
makes it slightly easier to grasp with the 
opposite hand* Although it has ^Hre button 
located on the left side, it also has a button in 
the handle that can be switch-selected* Wico 
says that this arrangement prevefi4:s^ 
unintentional firing of the remaining button, but 
I think that it would be more convenient to be 
able to alternate firing of the buttons* At any 
rate, both buttons are very sturdy, and very 
easy to push* The stick itself is quite 
responsive compared to Atari's* and that helps 
to reduce opposite-hand fatigue, as does the 
size and shape of the base* The spring return 



provides good tension* which aids accuracy* 
When compared to the Atari stick, the improved 
handling of the Wico stick may not make enough 
of a difference to instantly turn you into an 
arcade wizard* But the superior durability of 
this stick* which comes with a full one-year 
warranty, is enough to make it a serious 
candidate to consider when you are in the 
rmyrket for a joystick replacement* Wico offers 
some variations on tteiiasfc #ti€fc* The Famous 
Red-Ball Joystick has a red ball at the top of 
the handle* and the Joystick Deluxe has a larger 
iB^^mvier ll^isref Vlitm alsa markets adapters 
that enable you to use the stick with the Texas 
Instruments Home Computer* the Apple II* and 
the TRS-80 Color Computer* 

While not exactly an alternative controller* 
the Stick Stand ($6*95, K-Byte) is an accessory 
designed to overcome soine of the drawbacks of 
the Atari Stick* It constfjts 0f a black plastic 
base into which you set the base of your Atari 
stick* and a red knob to place at the top of the 
stick* This combination allows you to place the 
stick on a flat surface, and get a better grip and 
more leverage on the handle* without the need 
for much opposite-hand steadying* Although 
this increased leverage gives you more 
response* and better control of the stick* it also 
increases the wear on the stick* 1 have already 
heard it nicknamed "the Stick Breaker"* But 
with the l^of an Atari stick so short anyway* 
it may be wii^tt it ti» rttake t^ of what 

little time you have* 

Just as dozens of manufacturers have 
entered the Atari VCS software market 
recently* we can be sure* too, that these few 
alternative controllers are just the first of 
many to follow* Already, trackball controllers 
are being advertise-d by- Wico* and they soon 
may be joined by Roklan* and^r Batasoft* 
Commodore has been promising a revolutionary 
new joystick compatible with the VIC and Atari* 
It remains to be seen* however, which* if any, 
of these new entries will prevail* The reaction 
of an individual to a particular controller is 
such a subjective thing that there is no way that 
any one controller will have the best "feel" for 
everybody who uses it* Although I have tried to 
state objective reasons for my opinions* in the 
end, only exhaustive test-zapping will allow you 
to decide which one you like the best* 
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COMPUTER TCE 



LIST 



WORDSTAR 
SUPER TEXT II 
MICROTEK 16K RAM CARD 

TEXT WIZARD 

HOME ACCOUMTANT 

GRAPHICS MAGICIAN 

DEADLINE . 1 

WIZARDRY 

^^^^ ^^^^ '^^^^ ^^^^T ^^^^^^^^^ ^^^^^ ' 

MASTERTYPE „_„ll.-.« 1 
ULTIMA ,^ 1 

ZORK I „ 1 

BANDITS 1 

CHOPLIFTER 1 

FROGGER 1 

KNIGHT OF DIAMONDS 

POOL 1 . 5 1 

SERPENTINE 1 

STAR BLAZER 1 

APPLE PANIC 1 

CLOWNS S< BALLOONS 

CROSSFIRE 1 

PACIFIC COAST H«Y 

RASTER BLASTER 1 

SPACE EGGS 1 

SNAKE BYTE 1 

SNEAKERS ^ 1 

TRACK ATTACK 1 

UTILITY CITY 
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1 
2 
1 
1 
2 
1 
2 
2 
2 
2 
2 
2 
1 
2 
2 
2 
2 
2 
2 
2 
2 
2 
2 
2 
2 
1 



♦ 199 

99 
89 
69 



150 
120 
lOO 
75 



.99 
33. 99 
33-99 
26. 99 
26-99 
26.99 



49. 95 
49. 95 
39. 95 
39- 95 
39. 95 



22.99 34.95 
. 99 34 . 95 



22. 99 
22-99 
22. 99 
22. 99 
21 . 99 
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34. 95 
34. 95 
34. 95 
31.95 
29.95 
29. 95 
29. 95 
29. 95 
29. 95 
29.95 
29. 95 
29. 95 
29. 95 
29.50 
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ELEPHANT DISKS 

SS-SD 19.99/10 
SS-DD 23.99/10 
DS-DD 29.99/10 

SIGNALMAN MODEM 
♦85.99 LIST 99.95 

BMC MONITORS 

*89 12" GREEN 
^269 13" COLOR 

FLIP N FILE $22.99 

HEAD CLEANER $22.99 

C. ITOH PROWRITER 
*489 Parallel List $795 
♦629 Strial List $845 

HOLIDAY SPECIALS 

Send for our full list of 
softMare I accessories on 
special through Christias. 
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M-F 10 AM - 9 PM 
Sat 10 AM - 6 PM 
— J. 
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Troy, MI 48099 




Add ♦2-00 for shipping- MI residents add 4% tax. Money orders, 
checks (allow 10 days) accepted- MC/VISA accepted with card # 
«c expir. date. Add SI. 50 for C.O.D- Prices subject to change- 



by Sheldon Leemon 



Atari PILOT is a relatively simple 
language^ with only a few types of commands» 
a limited number of numeric variables* and 
integer math capability* Some people might 
mistake this simplicity for a lack of power# 
For those who look a bit more closely* 
however# the language is not as limited as it 
might seem on first glance* One example is 
its string-handling capability* A casual 
examination of the language would show it to 
be limited to one-dimensional strings* But 
with a little thought* string arrays may be 
easily simulated* 

The method for accomplishing this is 
derived from two unusual characteristics of 
Atari PILOT* The first is string indirection* 
The best way to explain this feature is by 
example* Examine the program fragment below* 

10 c:$title=name 
20 cj*name=bob 
30 cj*bob=title 
40 t:*title 

50 TJ**TITLE 
60 TJ»**TITLE 

70 TJ*$$$TITLE 
80 T}*$»**TITLE 

90 e: 



When you type T{$TITLE# you get the value 
of the string* which is NAME* But when you 
type TJ$*TITLEf you get the value of the 
string formed by adding a dollar sign in front 
of the string contents ($+NAME=*NAME)* 
Therefore you get the contents of the string 
$NAME* or BOB* This indirection will 
continue* level after level* Try the above 
example* and you will find that 
$$$$$*TITLE=TITLE! 

The other feature of PILOT string handling 
that makes string array simulation possible is 
its simple method of string concatenation* or 
putting two strings together to form another* 
larger string* You can assign the value of the 
pieces of text you want to a string just by 
typing them* one after another* on the right 



side of the assignment equal sign* For 
example* if *NAME=BOB* and #A=1* you can 
use these variables as part of the larger 
string »SENTANCE by typing C{$SENTANCE 
=THE NAME OF BOY #A IS *NAME* This sets 
♦SENTANCE equal to THE NAME OF BOY 1 IS 
BOB* 

Now> we should be ready for our first 
example of a string array* 

10 C:$NAMEl»BOB 
20 Ctf NAME2=J0E 
30 C:$NAME3=MAY 
40 C:$NAME4»ADA 
50 #INPUT TJ 

60 TJENTER A NUMBER FROM 1 TO 4 
70 AJ#N 

80 C»TEMP*IIAMS#M 

90 TJNAME #N IS **TEMP 

100 J{*INPUT 

As you can see* there are four names in 
$NAMEl-4* We can select any of these four 
names by typing in the number that 
corresponds to the last character of the string 
name* The number is added to the word NAME» 
and assigned to the string *TEMP» For 
example* if #N=1* then $TEMP=NAME1* By 
using indirection^ **TEMP can be used 
interchangeably with tfie name of the string 
whose number has been chosen* in this case 
tNAMEl* 

Such manipulations open up a world of 
possibilities* For example^ I have used a 
simulated string array in the example below to 
roll a pair of dice on the screen* When you 
enter this exarrple on the computer* you need 
not type comments* which are set off with a 
left bracket (th and which explain parts of the 
code* 

100 UJ ^INITDICE 

110 *MAINLOOP.C}«C=0 

120C:#X=21 

130 U: *ROLLDICE 

140 *WAITKEY J(0B764=255): *WAITKEY 

150 C {08764=255 . . 

160 J J *MAINLOOP 

170tROLLDICE 

JeO Ct#X«»3C^4 C#X«21 

190 C(#X=27):#X=15 COR #X=15 

200 C(#X=15)t*T=0 [RESET TOTAL 

210 CJ#D=?\6+1 C#D=RND# 1-6 

220 CJ#T=#T+#D CADD DICE 



JM[#.jtf^«C Optotef 198Z 



230 C:@82=(#X+2)#256+#X£SET MARGINS 
240 C:«NAM£«DZE#D 

250 POSJ #X,10 

260 t:*blank cblank die 

270 POS{ #X,10 

280T:*$NAME c*die#d 

290 c:#c=#c+i 

300 €{0853279=0 CGLICK 

310 J(#CC20)! #R0LLDICE 

320 C:@82=9986 IMARGIHS SACK 

330POSJ25,11 

340 t:=#t_ 
350 e: 

360 *initdice 

370 RJWhen typing the following 

380 Rtstrings^ the 0=inverse letter Q, 

390 R{ and the dash<-)=inverse space 

400 CJ«DIE1= O 

410 C{*DIE2=0 O 

420 CJ$DIE3=0~-0 O 

430 C:*DIE4=0-0 O-O r 

440 C}*mE5=0-0-0-0-0 
450 CJfDIE6«0-00-OCH3 

460 C:$BLANK= 

470POS{7,7 

480 TJHIT ANY KEY TO ROLL DICE 

490 EJ 

A line-by-llne explanation of this program 
should show you some of the more 
sophisticated side of PILOTt The first line 
calls the initiali€ation procedure^ INITDICE 
starting at line 5000. This sets up six stings, 
named $0IE1 through $DIE6, each holding the 
nine characters required for 1 die f ace« We 
simply use the letter O and inverse blanks to 
fqrektiie grapiucs in blocks of three letters by 
threee Ivies, like so! 

o** o*# o*o o*o o*o 

#o# #** *o* *** *0* 0*0 

**0 **0 0*0 0*0 o*o 

In order to get these nine characters to print 
out in three rows of three^ we will change the 
left and right margins so that each line is only 
three characters long* Alsot $BLANIC v^ill be 
defined as nine inverse space characters, so 
that we can erase the last "die" before 
drawing the next on top of it» After the 
strings are set up, the prompt "HIT ANY KEY 
TO ROLL DICE" is printed, and we return from 
the INITDICE block. 

Let's skip now to the part of the program that 
does most of the work, ROLLDICE at line 170« 



This block starts out by setting *X, which will 
contain the value of the left margin settingt 
Lines 190 and 200 toggle this value between 
15 and 21, which are the left margins of the 
two dice to be shown, by adding 6 to #X, and 
then setting X back to 15 when we get up to 
27* If the left margin of the die to be drawn 
is 15, we are are dealing with die #1, and we 
therefore set #T, the total of numbers 
displayed back to 0, so that it will total eac^ 
roll of two dice separately* Next, a random 
number between 1 and 6 is chosen by setting 
#D=?\6+1, which equivalent to the BASIC 
statement D=INT(RND(0)*6+1)» At line 220, 
the random number #D is added to the dice 
total #T* Then, the fun begins* At line 230, 
we set the right and left margins 
simultaneously, by setting one machine 
variable, @82f He are able to^#rform the 
equivalent of FOKEing 82 and 83 at one time, 
because machine variables are two-byte 
numberst In two-byte arithmatic, the first 
byte holds one of 256 numbers from 0 to 255, 
and the second byte hold the number of 256's* 
Therefore! we can set 82 to #X an(j 83 to 
#X+2, by setting machine variable @82 to 
#X+256*(#X+2)* This gives us our three 
character line* 

Now, we get to the part of the code which 
simulates the string arrays* Line 240 sets 
♦NAME equal to DIE#D* So, if #D happens to 
be 6, then *NAME=DIE6* This just happens to 
be the name of the string holding the gr^hics 
information for the six-spotted die, and when 
we position the cursor at the left margin in 
row 10, and print $*NAM£, we get the correct 
die face printed out in three rows of three 
characters* As pointed out above, lines 260 
and 270 just erase the last die before the next 
one is printed* I think it makes the "roll" look 
more authentic, but these lines can be omitted 
if the user wishes. After the die is printed, 
the counter #C is incremented, and a clicking 
sound is made by putting a 0 in location 53279* 
If the counter has not reached 20, the dice 
continue to roll with a Jump back to 
ROLLDICE* When we have rolled the dice 
enough times, the margins are set back to the 
default values of 2 and 39, the total dice value 
is printed next to the dice, and the procedure 
ends* 

The section of code containing the main 
program loop is called MAINLOOP* First, it 
sets the variable #C to 0, to be used as a 
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€30unt«r for hov^ mdiny tim€s we want the dice 
to rolL Next, ROLLDICE is called to roll the 
dice twenty timest ten rolls for each die* 
Ttiefif the procBdure KAITKEY keejss checking 
the keycode register (0B764) until a key is hit^ 
changing the value from 255» When a key is 
hitf the register is reset at line 160» and the 
dice are rolled again« 

I hope that this demonstrates some of the 
less-obvious advantages of PILOT as a 
programming language* Simulated string 
arrays and two-byte POKES are just a couple 
of the techniques which demonstrate the range 
of this language* Such techniques^ combined 
with the more obvious text-processing and 
recognition features of PILOT^ make it a 
language that is not just easy to use# but 
powerful enough to be useful for programming 
complex applications* 




/ o 



ATARI„ 





o. 



FXJZZLE CQJRlStER 

by Charles (Puzzled) Godfrey 

(Editors Note : The answers to Puzzles 2 4 3 will be 
printed in the November newslttter) 

Forty, nay fifty lashes with a wet power cord 
for your puzzle master* Two things in this world 
are unforgivable* One is running out of gas in 
the car, and the other is publishing a program 
that contains an error* What's worse is I was 
giving credit for the program to someone else« 
My apologies to all who may have given up 
trying to solve puzzle-1 with the printed 
solution^ and especially to Mark Sokolik who 
wrote the program correctly in the first place* 
The error was in line 30 by not incrementing the 
"KILL" counter. 

Here is the correct solution (and this time I 
tested it first)} 
DIM GROUP(1000):POKE 559,0 
15 FOR X=l TO 1000:GROUP(X)=1JNEXT X 
20P=1{L=1JD=0JF=0 

30 if f«0 and group(p>»l then 

group(P)=d:l=p:kill=kill+ijf=i;p=p+i;if 

P>1000 THEN P=l 

40 IF KILL = 1000 THEN GOTO 100 

50 IF GR0UP(P)=1 THEN F=0 
60 P5=P+iaF P>1000 THEN P=l 
70 GOTO 30 

100 POKE 559,34J? "LAST ONE KILLED IS "{L 



PUZZLE 4 

Your rich Uncle from out of state just came t© 
visit and is fascinated by our Daily lottery* It 
seems a natural, with hit money and your 
computer there is a fortune to be made* Aht but 
not with this puzzle* Your Uncle has decided 
that his best chances are to play many numbers 
wnA bet on any combination to give him a winner* 
He doesn't really care how much he loses, just 
so he is guaranteed at least one winner* For 
the uninitiated, Unde wants to play the method 
where if he bets on the number 001, he will win 
if 001, 010, or the number 100 is picked* 
So, with those thoughts in mind, your challenge 
is to find the minimum number of tickets, and 
the numbers, that must be purchased to 
guarantee a winner* Send your answers to* 

Charles (3odfrey 
29646 Chelmsford 
Southfield, MI 48076 
559-1272 (puzzle clarification questions only 



New Floating Point ROM 
(Review by A«R*Dias) 

Ummmll Industries is offering a new version 

of the floating point ROM for the ATARI Home 
Computer System* 

The floating point ROM is a collection of 
machine language routines for floating point 
operations such as floating point to integer 
conversion (and vice-versa)* polynomial 
evaluation* logarithms* etc*«#ATARI Basic 
carries all arithmetic opermtiiins in floating 
point and even integer arguments (as used in 
graphics commands) are converted from 
floating point to integer* 

The original floating point routines are 
notoriously slow and most notably the floating 
point multiplication so often used* The 
FASTCHIP is a pin-compatible replacement for 
the original ROM and the new routines are 
significantly faster* The speed improvement is 
readily noticed but* naturally* more dramatic 
in programs making heavy usage of math 
functions* 

The following table compares execution 
times between the original ROM and the 
FASTCHIP* The times are in seconds and 
correspond to a 1000 loop* 

10 REM Start Timer 

20 FOR LOOP=l TO 1000 

30 REM Insert Function here* 

40 NEXT LOOP • 

50 REM Read Timer 
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8.89 


6.18 


A=aOG(100) 


120 


38 


A=C0S(23) 




33 


A=L00P'^3 


236 


65 




135 


55 



The FASTCHIP is available from Newell 
Industries! 3340 Nottingham Ln«* Piano* TX 
75074 (214) 423-1781* The cost is $41*95 
prepaid (check or money order) or C*0*D* for 
$1*50 extra* A dealer network is now being 
installed* 

The ROM is readily installed in an 800 

system (in the OS card) and requires a little 
more effort in a 400* 

In my personal experience with this 
product* I am pleased with its performance* 
The level of accuracy is comparable to the 
original one (if not slightly more accurate)* Its 
roundoff errors are within the 9-10 digits of 
precision and the CLOG(O)* LOG(O) errors are 
still present* The dynamic range is expanded 
(1E-120* 1E120)* Overflow is not always 
acknonidedged* though* 
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A frantic chase to recover some ^1ystical Gold, 
and other Secrets. Beware of the MASTER 
GOBLIN & his mindless servants, who lurk 
in endless chambers. Collect the Gold, 
get the bonus, but DONT GET CAUGHT HOLDING 

THE bag: 

Ask for Green Goblins at your local dealer 
or order direct at a special price of $16.95 
plus $2.00 postage & handling. 

16K Cassette or 32K Disk (please specify 

when ordering direct) 

Dealer Inquiries 
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ia[a.ijtrllLJS and Sh^mLjs 
Software Review 

by NcMTieel Nodlehs 



These two new games from Synapse 
Software prove the old adage about 
appearances being deceiving* While Nautilus 
is by far the more visually appealing » Shamus 
has a certain intangible quality which makes 
you want to keep playing long after the 
novelty has worn off « 

Nautilus is a sub-hunt game for one or two 
players^ in which one player commands a 
submarine and tries to destroy underwater 
cities, while the other player (or the computer) 
controls a destroyer which ferries repair 
crews from the home base to the repair 
tunnels from which they can rebuild the cities ♦ 
The game, display makes use of an innovative 
technique which exploits the advanced 
graphics capabilities of the Atari} the screen 
is split horizontally into two 
independently-scrolling windows, one for the 
sub display, and the other for the destroyer 
on the surface* The window for the sub 
scrolls both horizontally and vertically over 
the beautiful underwater seascape* When the 
destroyer is positioned over the subt so that 
the two windows coincide vertically, the 
border turns red to alert the players of the 
possibility of an enemy attack* There are nine 
skill levels which can be selected to increase 
the speed of play, and a 8 levels of 
handicapping to control the score of the 
destroyer* In auidition, the game continues for 
a predetermined time period, ranging from 3 to 
9 minutest which is player-selectable* 

My only criticism of the game is purely 
subjective* I found that despite the technical 
virtuousity displayed^ after a while the 
novelty wore off, and the game became 
repetitive, and somewhat mechanical* This is 
the same reaction I have had to other games 
written by Mike Potter, such as Chicken and 
Protector, although both of those games have 
large followings of admirers who would 
strongly disagree with my position* 
Therefore, while I can't enthusiastically 
recommend it, I can say that it is technically 
inventive, extremely well executed, visually 



appealing^ and for those reasons alone is at 

least worth considering* 

Shamus does not have the same kind of 
outstanding graphics as Nautilus* In Shamus, 
you play the title character» a stick-figure 
detective wImi has to sol\^ several puzsles 
while at the same time fighting off hordes of 
shoot-em-up stick figure bad guys* There is a 
minimum of ralort and the resolution of the 
graphics is not the greatest* One 
compensating factor is the sound effects and 
musiCf which ar« appropriate^ helpfulf and 
never irritate as those in Nautilus 
occaisionally do* But the biggest 
cofT^reriMting factor is that the giam# is great 
fun to play! 

Shamus is set in the Lair# m maze-like 
series of rooms* There are four levels, each 
with 32 rooms* As you enter ^ach room, the 
riMm number appears im the screen* These 
rooms always appear in the same order, so 
that the left doorway from room 2 leads to 
room if mnd the right doorway leads to room 3* 
Some doorways can only be opened by the use 
of keyst which you must pick up in other 
rooms* Though usually in the same general 
area, these keys are not always in the same 
room each game* Since the keys for some locks 
can only be obtainM^ after another toe k has 
first been opened, it becomes necessary to 
memorize or map the various locations of keys 
and locks* But all of this adventure-type 
puzzling occurs in the midst of a fast action 
game* For each room is guarded by several of 
three types of adversaries! Drones» Droids» 
and Snap-Jumpers, each type with its own 
method of attack* You must try to clear the 
room of eneffaes with your Jim weapon* While 
you can leave a room before it is cleared, if 
you come back again you will find that there 
are now twice as many enemief I To further 
complicate matters, there is a limit on the 
amount of time you can spend in any one room* 
If you stay too long» your arch-rival Shadow 
appears* He cannot be destroyed by your 
weapons, only briefly stunned, and you must 
flee if he enteres the room* Only after you 
finish the whole puzzle, consisting of 4 levels 
of 32 roQims each, do you have your final, 
showdown with Shadow* 

Many random elements add to the fun* 
There are pulsing question marks which you 
may pass over, and which randomly distribute 
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bonuses (such as extra pointst or extra lives) 
or penalties (such as taking away one of your 
hard-earned keys)* Extra lives may be 
obtained from bubbling bottles located 
randomly within the Lair* There are Pod 
RoomSf which exist in another dimension^ and 
which can only be entered during a narrow 
window of time* Plus* there are many little 
puzzles to solve along the wayt If the puzzles 
themselves are not enough of a challanget 
there are four levels of play* each of which 
substantially increases the difficulty of the 
arcade shoot-em-up action t making the final 
objective harder to reach* 

The combination of arcade action and 
adventure type problem solving is a great one* 
I have found that not only is Shamus enjoyable 
to play alonet it is even more enjoyable with a 
group of people* each taking turns alternately 
playing and mapping the Lair« The need for a 
navigator makes it just as much fun to watch 
someone else play* and offer suggestions* as 
it is to play the game yourself* You don't 
need to be a detective to figure out that I 
think Shamus is a standout in the current field 
of game software* 
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Assembler Language SIG Report 
Phil Hesvin^ Secretary, SIGASH KACE 
September Meeting Minutes 

At the September meeting we added a new 

"feature to our socializing period^ a SIG 
program exchange* The beginning of this disk 
was a program to demonstrate a method to 
start an arcade style game tO be discussed at 
the October meeting* 

As usual the business portion was held to a 
minimum and then we moved on to something 
new which will be a regular feature for the 
next few months* Tom Hunt conducted a short 
session describing the application of the 
6502's bit manipulation instructions* Future 
sessions will cover other logical groups of the 
6502 instruction set* 

Nextf Russ Gill conducted a session for new 
users of the ATARI Assembler Editor 
cartridge* This session was very well 
received* Some of the initial learning 
experiences can be frustrating for the 
beginner and Russ helped our SIGASM 
members avoid many of these pitfalls* 

November's Meeting 

November's meeting will be Thursday* the 4th 
at the home of Pat McCabe in Mount 
Clemmens* You can contact Pat at 791-0946 or 
me at 939-6213. The meeting will begin at 7:00 
with socializing and free form discussion with 
the actual business portion starting at 7130* 
He hope to see you there* 



Forth Language SIG Report 

Todd A* Heitzner, HdOdger SIG/FORTH HACE 

SIG-FORTH held its September meeting on 
September 1st* The meeting started with 
general socializing but continued with a talk 
by our assistant manager Tom Chrapkiewicz 
describing how a word is entered in the 
FORTH dictionary* Then a new editor for 
fig-FORTH 1#5S was released to the members 
and a brief description on how to use it was 
given* 

Discussion was then directed to the 
possible writing of a simple game in FORTH* A 
member brought a game in for this purpose* 
The meeting broke up into some general 
discussion of FORTH# 

The October meeting was on October 6th* 
The exact agenda for this meeting was not 

finalized at the time of this writing but 
scheduled for this meeting is the release of a 
DOS oriented FORTH called Mesa-Forth 
brought out by the Austin Atari Computer 
Enthusiasts group in Texas* This makes two 
public domain FORTHs, the other being 
fig-FORTH 1.5S brought out by Bay Area Atari 
User Group in San Jose, California* 

As consistent with all previous meetings, 
the November and December meetings will 
take place on the first Wednesday of the 
month at 7:00 pm* The dates are November 3rd 
and December 3rd* The meeting place is 
Oakland Community College, Royal oak Campus 
in room B 119, the employee lounge* This room 
is located in Administration section B located 
off the main hall on the first floor, just enter 
the archway and walk straight back, it will be 
the door at where the corridor turns* 



MACE PROGRAM LIBRARY 
NOW AVAILABLE BY MAIL! 

MOTICE! 

You asked for it! The public domain disk and cassette MACE TERMINAL, INSTEDIT, and SCOPY 810 are 

libraries are now available to MACE members via the MACE proprietary programs made available to 

U*S* Snail! First disk or cassette of order** $6*00 ! members by special arrangement with the authors* 

each additional: $5»00* Price includes Ist class These programs are only available at general 

postage and packaging ♦ For a catlogue of available meetinqs* THESE ARE REGISTERED* COPYRIGHTED 

volumes, send $1*00 to MACE, PO Box 2785, WORKS} UNAUTHORIZED DUPLICATION OR 

Southfield MI 43037* Attention Dept. MC(ca55ette) or DISTRIBUTION OF THESE PROGRAMS IS A 

MD(diskette)* Please include your membership VIOLATION OF FEDERAL LAW * 
number* Allow up to four weeks for delivery* 
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LOVELESS 


DATACOH 


Awnc 


JUN 82 


DIALING F«« DATA 


DeHTTT 


DATACOM 


ANTIC 


JUN 82 


DOHNLQAD TEfttOMAL 


PAPPAS 


DATACOH 


ANALOG 


MAR 81 


HON TO 1^ A HODEH 


DAY 


DATACOH 


CGNiUTE 


APR 82 


MODEJffi 


LOaESS 


DATACm 


ANHC 


JUN 82 


OTHER SIDE OF THE FENCE 


HacOttMJ) 


DATACOH 
DATACOH 


COMPUTE 


NOV 81 
HAY 82 


SEND PR0GRM1S OVER PHONE 


DAY 


UFIOAD TERMINAL 


HARTHAN 


DATAOW 


ANALOG 


MAY 81 


USING THE TELEPHONE 


MY 


DATACOH 


COMPUTE 


JW 82 



(continued) 



LOOKING FOR QUALITY ? 



HAS IT ALL SEWN UP ! 




(g) CMltHHI IMt f tnTCNBI MC 



ATARI • 

400 COMPUTER 

800 COMPUTER 

4 10 RECORDER 

5 1 O PISK DRIVE 
•20 PRINTER 

• 25 PRINTER 
•30 MODEM 

VIC • 

MODEL 20 
RECORDER 
DISK DRIVE 



IBM-PC ♦ 
14.8 0 KEYBOARD 
1E.S0 MONITOR 

T.99 MfftORV UNIT 

1 1 .•• MON. • MEM. 

13. •• T.l.» 
17. •• ••/4A 

• ••• MONITOR 
EPSON * 
13.89 MX70-80 

7. 89 MX80FT 
11. 8 • MX100 



15.80 
19.9 9 
2 8 .•• 
99.99 

14. •• 
25. •• 

17.80 
18.80 
2 4.80 



NAME 



ADDRESS 



CITY 



STATE 



ZIP 



PAYMENT METHOD: CHECK □ CARD □ EXP. DATE 



MASTERS 



VIS A# 



PLEASE SEND COVER(S) FOR 



MFGR. /MODEL 



OTY. 



COLOR 



TOTAL t IN MtCM. AOO 4% TAX ) 



PRICE 



LtOHT BROWN. DARK RROWN. CHARCOAL OR DLACK COVERS 



AVAILABLE AT THESE FINE STORES 

DEALERS*"CALL COLLECT'**1-313-070-1608 



STITCHER INC. P.O. BOX 88 - sterling HEIGHTS, MICH. 48078 



ABC BYTE 
3381 W. DEMPSTER 
SKOKIE IL. 

BYTE BY BYTE 
52070 VAN DYKE 
UTICA Ml. 

COMPUTERLAND 
3S473 GRAND RIVER 
SOUTHPIELD Ml. 

COMPUTERLAND 

22000 GREATER MACK 
ST. CLAIR SHORES Ml. 

COMPUTER MART 
1824 MAPLE RD. 
TROY Ml. 

EARTHRISE COMPUTERS 
8 GREEN VILLAGE RD. 
MADISON NJ. 

EMPRISE COMPUTERS 
8087 E. 82ND. STREET 
INDIANAPOLIS IN. 

PAMILV COMPUTftN CEMT. 
• ••• 12 MILE RO. 
• ERKLEV Ml. 



MEGA RAM 
51280 VAN DYKE 
UTICA Ml. 

MICRO STATION 
24484 W. 10 MILE 
SOUTHFIELD Ml. 

RAINBOW COMPUTERS 
SIS BIO BEAVER. 
TROY Ml. 

RITE WAY ENTERPRISES 
8262 12 MILE RD. 
WARREN Ml. 

SCHAAK ELECTRONICS 
14800 LAKESIDE CIRCLE 
STERLING HGTS. Ml. 

SCHAAK ELECTRONICS 
OAKLAND MALL 
TROY Ml. 

VARIATIONS IN VIDEO 

1300 N. RAND RD. 
ARLtNQTON NQTB. IL. 

VIDEO ETC. 
4S5 LAKE COOK RD. 
OEERPIELD IL. 



REGISTERED TRADEMARKS OF ATARI INC., INTERNA TK>NAL BUSINESS MACHBIES NIC. TEXAS BiSTRUMENTS NIC., COMMODORE COMPUllR CORP. AND EPSON OF AMERICA NIC. 



ATARI MAGMINE ARTICLES (continued) 



TITLE AUTHOR 

HHY 300 BAUD? DAY 

OUTPOST ATARI! HAY 82 SHALL 

ATARI DISK (ftRATING SYS E£Se€ 

ATMil DISKFILE TUTORIAL HHITE 

ATARI DRMS MO DOS KUSWER 

BASIC DISK UHLITIES mm 

DISK DATA STRUCTURES YOUNG 

DISK FILE lOTH NOTE/POINT HHITE 

OUTPOST atari: AF'R 82 SMALL 

OUTPOST atari; AUG 82 SHALL 

OUTPOST atari: SEP 82 SHM.L 

USIW; DISKS WITH BASIC JOt*IS»l 

COHP ASSISTED GEOHETRY VENTURA 

LANGUAGE LAB STEINBERG 

AND SO FORTH BUTTERFIELD 

FORTH EXTENSIBILITY (MRRIS 

FORTH FACTORY GONSALMES 

HEADLESS fCTACOW^ILAHON HANSFIELD 

WmNE LANGUAGE S FORTH HANSFIELD 

SPEED SEARCH MANSFiaO 

STACKING STRINGS IN FORTH CASSADY 

UTILITIES GONSALVES 

HHAT IS FORTH JAHES 

3-D COfPUTER GRAPHICS ROW 

OPEi^TING SYS OF FUTURE HUGt£S 

PARLEZ-VOUS PASCAL BACHAND 

SEARCHING TECHNIQUES MITCHELL 

TREESEMCHDiG HILLIMfS 

KIXING DISPUY NODES LEEHON 

m A TEXT mm. to gr.o e^annon 

ATARI DISPLAY LIST PATCt£n 

ATARI GRAPHICS tlNEILED SHttl 

ATARI graphics: 16 COLORS SFtNCER 

ATARI GRMWS HAHS 

ATARI TUTORIM.! PART 1 CRAHFORD 

ATARI tutorial: PART 2 CRAWFORD 

ATARI TUTORIAL! ?m 1 CRAWFORD 

BASICS OF POKE IN GRPHICS FORTNER 

DESIGN YOJR OiAPHIC MODES PATCHEH 

DISCOS HIDDEN GRAPHICS KOPP 

GR. 1S2 AT BOnOH SCREEN BELKE 

GR^ff-HICS 8 IN FOIK CdORS DIAMOND 

GRAPHICS CLIPPING ROUHNE HUDSON 

INSIGHT ATARI WILKINSON 

INTRO TO ATARI GRAPHICS CRAWFORD 

LOSE mm% FOR GRAPHICS TAPSCOH 

MIXING GWtf>HICS MODES LEEHON 

MORE MIXED MODES LEEMON 

OUTPOST atari: Alffi 81 SMALL 

OUTPOST ATARI! DEC 81 SHALL 



SUB<JECT MAGAZINE ISSUE 



DATACOH COMPUTE FEB 82 

DOS CREATIVE MAY 82 

DOS COMPUTE JAN 81 

DOS CREATIVE SEP 82 

DOS COMPUTE vWN 82 

MS ANALOG *1 

DOS CttPUTE 

DOS ANALOG MAR 81 

DOS CREATIVE AF'R 82 

DOS CREATIVE AUG 82 

DOS CREATIVE SEP 82 

DOS CREATIVE APR 82 

EDUCAHOML COMPUTE HAY 82 

EDUCAHONAL COMPUTE m 82 

FORTH COMPUTE m 82 

FORTH BYTE AUG 80 

FORTH ANTIC APR 82 

FORTH COIffUTE JUL 82 

FORTH COHPUTE JUN 82 

FORTH COMPUTE AUG 82 

FORTH BYTE FE: 81 

FORTH Mine JUN 82 

FORTH BYTE AUG 0 

GENERrt. CWff- SCI BYTE MAR 81 

GENERAL COHP SCI KILfleMJD JUN 82 

GOERAL CO(f SCI mOG JAN 81 

KJCRAL COMP SCI CREATIVE SEP 82 

GENERM. C»P SCI BHE SEP 81 

GRAPHICS MACE OCT 81 

GRAPHICS COMPUTE JUN 82 

GRM>HICS MMjOG *5 

GRAPHICS CREATIVE JUN 81 

GRtf^lICS CWffUTE JUL 81 

GRAPHICS HACE APR 82 

GRAPHICS BYTE 81 

GRAPHICS BYTE OCT 81 

GRAPHICS BYTE DEC 81 

GRAPHICS COMPUTE JUL 80 

GRAPHICS COffUTE SEP' 80 

GRMWCS COMPUTE DEC 81 

GRM>HICS COHPUTE FEB 82 

GRtf^ICS COMPUTE JUN 82 

GRAPHICS MMLOG MAR 81 

GRAPHICS COHPUTE FEB 82 

GRAPHICS BHE JAN 81 

GRAPHICS CREATIVE FEB 82 

GRMWCS mCE SEP 81 

GRAPHICS MACE DEC 81 

GRtfWCS CREATIVE AUG 81 

GRMWCS CREATIVE DEC 81 



ATARI MAGAZINE ARTICLES (continued) 



AUTHOR SUBJECT MAGAZXNE XSSUE 



OUTPOST ATARI! JUN 81 


vamm 


GRAPHICS 


CREATIVE 


JUN 81 


OUTPOST ATARI? m SZ 


sm. 


GRAPHICS 


CREATIVE 


MAR 82 


ouposT atari: nov si 


SMALL 


GRAF-HICS 


CREATIVE 


m 81 


PLOTTING Di BASIC 


N^f^^LH^R 


GRAPHICS 


COMPUTE 


JUN 81 


STALK THE «ILD WSPLY LIS 




GRAPHICS 


MACE 


JUN 81 


XTRA COLORS im ARHFACT 




GRAPHICS 


a»fUTE 


MAY 82 


hTAKl vIUc.U bKArnlLb 




PTTA 


LrUnrUlt 


Ai IP an 

AUb dZ 


GTIA CHP HERE AT LAST 


STEDKRG 


GHA 


COMPUTE 


MAY 82 


GTIA 


k. t Mtt • MVa ■ a* a mm m*. mk 

HcGUINNESS 


GTIA 


ANTIC 


JM 82 


THE GTIA IS HERE 


CHAHBERLAIN 


GTIA 


MACE 


MAR 82 


ATARI 800 GTIA CHP FIX 


HACE 


a a A Mft-flM A a A aM ^m 

HARDNARE 


MACE 


MAR 82 


HAVE YOU mCGED YOUR DISK 


EBLT 


HARDWAfS 


mCE 


DEC 81 


INTERFACE ATARI TO HORLD 


DUBIN 


HARDHARE 


MACE 


OCT 81 


INTERFACING YOIR ATARI 


DUEJIN 


HARDMARt 


MACE 


MAY 82 


m ms FOR CLD 


OLSSON 


HARDHARt 


CR-EAHVE 


MAR 82 


PUT A PRINTER ON FtlRTS 


KINGSTON 


HARDWARE 


COMPUTE 


FEB 82 


ATtfa GETS SERIOUS 


HcFADDEN 


HISC 


KILOBAUD 


JUN 82 


EASTERN FRDNTt HISTORY 


CRAWFORD 


«ISC 


CREATIVE 


AUG 82 


HON BECOHE STAR COHHANDER 


pmm 


tosc 


ANALOG 


JAN 81 


OITF-OST atari: FEB 82 


SHALL 


MISC 


CREATIVE 


FEE; 82 


VICTORY ON EASTERN FRONT 


GIZYNSKI 


MISC 


MACE 


m 82 


WINNING STAR RAIDERS 


COLSHER 


HISC 


COMPUTE 


NOV 80 


ATARI TAF'E TEDWIQUES 


KRUSE 


0/S SYSTEM 


COMPUTE 


JUL 81 


EfHARE RAMTOP W5AG0N 


HARHS 


0/S SYSTEH 


OM-UTE 


OCT 81 


INPUT/OUTPUT ON THE ATARI 




O/S SYSTEH 


COMPUTE 


M II nit 

JUL 80 


might: atari 


hilkinson 


0/S SYSTEM 


COMPUTE 


m, 81 


insight: atari 


wmaNSON 


0/S SYSTEM 


COMFVTE 


JAN 82 


insight: atari 


HmaxsoN 


0/S SYSTEM 


COMPUTE 


MAY 82 


insight: atari 


WILKINSON 


0/S SYSTEM 


COMPUTE 


AF'R 82 


insight: atari 


WILKINSON 


0/S SYSTEM 


CfflffUTE 


NOV 81 


HEHORY HM> 


CAPPARaL 


0/S SYSTEH 


ANHC 


JUN 82 


OUTPOST atari: AF'R 81 




0/S SYSTEM 


CREATM 


m 81 


RAWWM COLOR WHILE IDLE 


HIMLL 


0/S SYSTEM 


COMPUTE 


m 81 


REAL-TINE aOCK ON ATARI 


BILLS 


0/S SYSTEM 


COMPUTE 


MAY 81 


RTAM3.E 


CHAHBERLAIN 


0/S SYSTEM 


MACE 


JAN 82 


SYSTEMS GUIDE - PAGE 0 


CAPP^LL 


0/S SYSTEM 


mic 


AF'R 82 


UNLEASH POWER OF THE CPU 


smm 


0/S SYSTEM 


COMPUTE 


APR 81 


A FIRST LOOK 


FfeOICK 


PASCAL 


ANHC 


AF'R 82 


PLAYER/HISSILE DESIGN AID 




FIAYER-MISSILE 


CREATIVE 


FEB 81 


ANIMATION AND P/H GRAPHTC 


uni\ 


PLAYER-MISSILE 


COMPUTE 


AUG 82 


ATARI tutorial: PART 3 


CRAWFIM 


FtAYER-HISSILE 


BYTE 


NOV 81 


DYNAMIC FIAYER WOUATKWI 


WATSON 


PLAYER-MISSILE 


COMPUTE 


SEF' 81 


HI-SPEED P/H GRAFtOES 


HARKLEY 


PLAYER-MISSILE 


COMPUTE 


DEC 81 


NO COmOTION ffflTION 


wLcm 


PLAYER-MISSILE 


COMPUTE 


MAY 82 


ffljTPosT atari: (TCT 81 


SMALL 


FIAYER-MISSILE 


CREATIVE 


OCT 81 


P/H - A STEP BEYOND 


LAFEFIA 


PLAYER-MISSILE 


ANALOG 


#5 


P/M GRAPHICS MADE EASY 


HEIER 


FIAYER-MISSILE 


COMPUTE 


FEB 82 


PLAYER-MISSILE GR^tfUICS • 


CRAWFCM) 


PLAYER-MISSILE 


comiTE 


JAN 81 


PLAYER/HISSILE GRtfWCS 


TR£M 


PLAYER-HISSM 


ANALOG 


m 81 


POSniONING P/M GRAFttlCS 


PINHO 


PLAYER-MISSM 


COMPUTE^ 


SEP 81 



(continued) 



ATARI MAGAZINE ARTICLES (continued) 



TITLE AUTHOR SUBJECT MAGAZINE ISSUE 



SELF-MODFYIHG PH IfTILITY 


GRACE 


PLAYER-MSSILE 


COMPUTE 


JUN 82 


SFtED UP FIAYER/MISSILE 


RALEIGH 


PLAYER-MISSILE 


CmPUTE 


APR 81 


ATARI HALL OF FAHEilRDIS 


PATOCTT 


PRODUCT REVIEW 


COJffUTE 


FEEi 81 


ATARI ittCRO ASSEMBLER 


HEAVIN 


PRODUCT REVIEW 




AUG 82 


ATARI MICROSOFT BASIC 


VEBm 


PRODUCT REVIEW 


MACE 


JUN 82 


ATARI HICROSOR E^IC 


m.TE 


PRODUCT REVIEW 


COMPUTE 
CQNPUIE 
COMPUTE 


MAR 82 
FEB 81 
FBI 82 


ATARI HUSK COHPOSER 

ATARI PILOT AT THE fCLM 


WHITE 

TUBBS 


PRODUCT REVIEW 

F-WDUCT REVIEW 


ATARI PRINTER REVIEHS 


ANM.OG 


PRODICT REVIEW 


ANALOG 


MAR 81 


ATARI SUPER BREAKOUT 


BAKER 


PRODUCT REVIEW 


COMPUTE 


M«81 


DATA PERFECT 


MIDDLEBROOK 


pRotHJCT ra:viEW 


MACE 


AUG 82 


FIVE STAR TI^S 


PWAS 


F-RODUCT REVIEW 


ANALOG 


JAN 81 


IN 13 SECS? K-DOS 


LEEMON 


PraOUCT REVIEW 


ittCE 


JUN 82 


INVITATIW TO PROGRAMMIf« 


KLEPFER 


PRODUCT REVIEW 


CtmJTE 


JUL 80 


K-RAZY SHOOT-OUT 


LEVniW 


PRODUCT REVIEH 


MACE 


JAN 82 


KURTA GRMmCS 1P0LB 


ANALOG 


PfiDUCT REVIEW 


ANALOG 


JMI81 


LETTER FtRFECT ON ATARI 


KEM 


F"RODUCT REVIEW 


COMPUTE 


OCT 81 


H.A.c.E. hODEH mmp 


LEVHAN 


PRODIET REVIEW 


MACE 


CET 81 


iaCROSOFT BASIC 




PRODUCT REVIEW 


MACE 


FEB 82 


NOT JUST FUN IN GAJ€S 


ANDERSC»I 


PROWJCT REVIEW 


CREAHVE 


AUG 82 


OUTPOST atari: JUL 81 
OUTPOST atari: JUL 82 

PERSm FINANCE SYSTEM 


BLANK 
SMALL 

MIDDLEBROOK 


PRODUCT REVIEW 
PRODUCT REVIEH 


CREATIVE 
CREATIVE 


JUL 81 
JUL 82 


PRODUCT REVIEW 


MACE 


FH: 82 


PREt£NSILE PROGRAMMING 


ANDERSON 


PRODUCT REVIEW 


CREAHVE 


SEP 82 


REARGUARD 


LEVHAN 


PRODUCT REVIEW 


»MCE 


FEB 82 


review: BASIC A+ 




F-RODICT REVIEW 


OmJTE 


AUG 82 


REVIEH: BASIC A+ 


WHITE 


PRODUCT REVIEW 


tm-QG 


MAY 81 


REVIEN: CCA DATA SYSTEM 


SINGER 


PRODUCT REVIEW 


ANALOG 


«4 


review: EASTERN FRONT 


McMAHON 


PRODUCT REVIEH 


COMPUTE 


FEB 82 


REVIEH: FANTASYLMO Z041 


PATCHETT 


PRODUCT REVIEW 


A^MLOG 


45 


REVIEM: FSfWMAGER 801 


MESSINA 


PRODUCT REVIEW 


MMjOG 


#4 


review: LETTER PERFECT 


MESSINA 


PRODUCT REVIEW 


^OG 


MAY 81 


review; QS FORTH 


BRANNON 


PRODIET REVIEW 


COMPUTE 


' JUN 82 


reviek: ricochet 


IMNSFIELD 


PRODUCT REVIEW 


COMPUTE 


MAR 82 


review: text wizard 


LATINO 


PRODIET fEVIEW 


ANALOG 




SANDS OF mS 

screen printer interface 

STOCK I &M) AfWLYSIS 


MESSINA 
TOORNBURE 

PAPF'AS 


PRODUCT REVIEW 
PRODUCT REVIEW 

PRODUCT REVIEH 


(m.K 

COMPUTE 

A^WLOG 


»1 

JAN 82 

JAN 81 


STOCK CHARTING 


AAMODT 


PRODUCT REVIEW 


m.E 


APR 81 
HAY 81 

AUG 82 


STUD POKER 

SYHTEC LIGHT PEN 


BAKER 

DUBIN 


PRODUCT REVIEW 

PROtXET REVIEW 


COMPUTE 
MACE 


TARI TMJ<ERS 


HARMS 


PRODIET REVIEW 


ANTIC 


JUN 82 


TEXT HEARD 


COMPUTE 


PRODUCT REVIEW 


COMPUTE 


FEB 82 


mm AND TfC PRINCESS 


SHALL 


PRODUCT REVIEH 


CREATIVE 


tms 82 


WORD PROCESSORS m ATARI 


LOVELESS 


PRODUCT REVIEW 


mm 


AFI? 82 


AHACK ON THE DEATH STAR 


ANHC 


PROGRAM - M£AOE 


Mine 


JUN 82 


EiATS 


OCKERS 


PROGRAM - mm. 


MACE 


JUL 82 


BATS 


OCKERS 


PROGRAM - ARCADE 


MACE 


JUL 82 


BLOCKADE FOR ATARI 


PINHO 


PROGi^ - MiCADE 


COMPUTE 


AUG 81 


BLOCKED 


BOHLKE 


PROGRAM - ARCADE 


ANALOG 


JfH 81 



End of One 



V- 



MACE offers members the opportunity to 

explore specific applications of Atari 
Computing in Special Interest Groups (SIGS) 
whBTB MACE folks with common areas of 
interest can meet more informally than would 
be passible at our general membership 
meetings* 

The following groups have registered as 
official MACE Special Interest Groups! 



Manager! Tom Hyf:it 
Secretary* Phil Heavin 
939-6213 



Manager? Jim Spitzer 
543-0961 



Manager! Douglas Perenchio 
776-7626 



-A. 



Manager! Todd Meitzner 
542-1752 

SIG/GAlYEEB 
Manager} Stephen Tobias 

979-5740 

Manager! Ken Hein 
254-1761 



Maoagar* Chris Ratkowski 
532-5421 



Manager* Michael Winters 

645-2193 

XJTILITIES 
Manager! Charles Godfrey 
559-1272 Home 
362-91 10 Work 

Get involved!! Join a MACE SIG todav!!! 



Manager! Mark Davids 

774-9709 




1 



L 



SOFTWARE & 
PERIPHERALS 
FOR THE 
AMAZING 




^ - «^2es%^ ^SK ABOUT M.fl.C.E. DISCOUNT! 

CALL. ^ 




TIMEX- 

SINCUIR 

COMPUTER 



DAI 




28007 W. 8 MILE RB. 

LI^W. MI. ,477-8810 

MOH-FRr-ll TO 9 SfiT^l TO 6 SUN:12 TO 5 



AlARIHOME 
COMPUTERS 

^commodore 

SOPTWAM HARDWABB 





Full tape alert 
Announce only mode 
Voice activated recording 

Phone-Mate 950 Remote message retrieval 



CT-709 FURNITURI 

The model CT-709 computer table is ideal 
as a work station. The large drawer and 
lower shelf give this table the flexibilil/ to 
handle large systems and future expan- 
sion. The attractive hickory grain laminate 
Hnish looks good anywhere. 

Assembly reqttfi^^. -Dimensions: 32V4* high, 
23W deep, 51*4" wide 



^ ^JVi aeep, wide 

Better price. Better diLLViUt?. VOUR BEST BUV IN RERL HIFI RND ELECTRONICS! 



MICHIGAlSt ATARI 



24HR AMIS BULLETIN BOARD 589-0996 



MACE HOTLINE (Meeting Info) 338-6837 



PRESIDENT 
Marshal Dubin 
2639 Hempstead 
Auburn Heights, MI 48057 
338-6837 

VICE-PRESIDENT 
Jerry Aamodt 
4148 Huhn 
Rochester, MI 48063 
574-1020 

TREASURER 
James Phillips 
40008 Cambridge 
Bldg 23 - Apt 103 
Canton Township, MI 48187 
981-1523 

CORRESPONDING SECIiETARY 
Mike Lechkun 
32229 Rue hie 
Warren, MI 48093 
978-8432 



RECORDING SECRETARY 
Killiam Black 
1251 IXjckwocMi 

Milford, MI 48042 
887-6870 

PROGRAM COORDINATOR 
Gretchen Levitan 
1 2709 Borgman 
Huntington Woods, MI 48070 
399-6964 

DISK LIBRARIAN 
Chet Gonterman 

35088 Savannah Lane 
Farmington Hills, MI 48018 
553-7443 

» 

CASSETTE LIBRARIAN 
Paris Ajo 
6642 Leytonstone 
West Bloomfield, MI 48033 
661-0388 

NEWSLETTER EDITOR 
Arlan R* Levitan 
12709 Borgman 
Huntington Woods, MI 48070 
CoiT^3U%Brvel 70675^463 
Source ID: TCT987 
Voice: 399-6964 



1SEE3CT MEETIIMQ 11X^1^/82 

Southfield Pavillion 
Ten S; a Half & Evergreen 
7J00PM 



P.O Box 2785 
Southfield, Ml 48037 



$15.00 fee for 12 months* 




Name 
Street 
City_ 



.A.C.E. Membership Application 

Phone 



Company (if applicable) 

System Description 

Suggestions 



I can help with . . . 



State 



Zip Code 



Disk/Tape 



□ New 

□ Renewal 

Make checks payable to; 
M.A.C.E. 



Date 



Amount 



□ Cash 

□ Check Number 



Coupon . . 

Membership Card Number 

Exjjires ^ ^ 



Announcinis the best Error 
Free Personal Computer 
Diskette Money Ccin Buy. 
For Less. 



F 






LE €S> 


Dl/K 


CONTRpL 
DATA 



f Error Free 



• 1 year warranty 

• Hub ring installed 

• Write/Protect notch 

• Next day delivery 

$19.90/box of 10 

• No minimum order quantity 

• S"or5y4" 

• Plus 2 Free BONUS DISKS/Box* 

SPECIAL ONLY 

If you are a member of a user group or a school district please call for special 
terms on future offers. TS& is the largest specialty supplier of magnetic media 
in the Midwest. We have the products that you want when you need them. 
Please take advantage of this introductory offer and call us now. 





Transaction 
Storage Systems, Inc. 



MAGNETIC MEDIA SPECIALISTS 



CALL TOLL FREE 
1-800-521-5700 
1-80Q-482-4770 (Michigan) 
313-557-3036 (Detroit) 
312-922-0076 (Chicago) 
614-221-1788 (Columbus) 
513-621-1518 (Cincinnati) 
Telex 810-224-4646 



EXPECT A MIRACLE 



YES. is the magnetic media supplier that I have always wanted. 
Please send me — , 8 " □ 5 % □ , 

Box Quantity 

l am interested. Please send me more information 
or cdl me at ( ) 



ea. 



Price 



For faster order entry call any of our toll-free or local numbers 

Company 

Name — Title 



City 



State. 



Zip. 



Amex/Master Card/Visa orders are accepted 



Expiration Date 



year. 



1^1 



tnt 



(313) 751-2454 

8262 12 MILE 
WARREN, Ml. 48093 



OPEN 

10 iM-^ PM 
MON— SAT 



MICHIGAN ATARI COMPUTER ENTHUSIASTS 
P.O. BOX 2785 

SOUTHFIELD, MICHIGAN 48037 



BULK RATE 
U.S. POSTAGE 

PAID 
PERMIT #431 
SOUTHFIELD, Ml 



9. 



IMPORTANT DATED MATERIAL 
PLEASE DO NOT DELAY 

Printing and Bindery Services by • GR/l°HIC ENTERPRISES. INC. Detroit, Micliigan • 313-839-6800 



